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Awesome multiplayer modes. 
Fun for the whole family! 
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ffithday parties will never be the same... 

ffigoers can whack, roll, splash and shimmy their way through over 
rthday party games. When it’s cake time, everyone can sing along 
Happy Birthday. Free party invitations included in the box! 
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Game Boy Lives On 

gb Back in the day, I was 
^ | never what you’d call a 
hardcore Game Boy fan. 
I owned one and played 
it to death, but I mostly regarded 
it as a substitute for my NES when 
I wasn’t able to play the console. 
But while helping to prep our 
20th Anniversary Game Boy fea¬ 
ture (pg. 50), a surprising thing 
happened-l was finally, fully bit 
by the Game Boy bug. A part of it 
is nostalgia, but more than that, 
I’ve come to appreciate the beau¬ 
tiful simplicity of the handheld’s 
best games. Developing a fun title 
for today’s superpowerful sys¬ 
tems isn’t easy, but the only bar¬ 
riers are budget and imagination. 
To create a worthwhile experi¬ 
ence within the technical limita¬ 
tions of the Game Boy was its 
own kind of art. Game Boy titles 
had to get by on pure gameplay 
and couldn't cover up rough spots 
with sweeping story cinemas or a 
wealth of extra content. So here’s 
to you, Game Boy-thanks for all 
the great memories, plus the fun 
times I’ve yet to discover. 





Chris Slate here, back 
once again to answer 
your letters while 
sunbathing on the deck 
of the Nintendo Power 
airship. But first, this 
month’s special letter 
request: what do you 
thinkof Wii Sports Resort 
and the Wii MotionPlus 
accessory? (Assuming 
you’ve tried them, of 
Course.) Send your 
responses to the address 
on page 8, and we’ll print 
the best ones! 















Mario and Luigi: Superstar Saga is my 
favorite Game Boy Advance game, 
and Partners in Time is one of my 
favorites for DS, but the new Bowser’s 
Inside Story may be even better. 
A guy made of blocks that speaks 
with a French accent, and a crazy 
green-skinned villain whose lines rip 
the grammar book in half? Now that’s 
character design! -ryan g. 

















































































Can you solve Sunny Island's crop crisis before the island is buried in an avalanche of vegetables? 
Choose from 12 characters, each with their own unique story and skill. Play a variety of modes 
including Story Mode, the brain-teasing Mission Mode, and Score Attack and Free Play Modes. 













Coming up Aces 

XSEED is localizing The Sky Crawlers: Innocent Aces, a Wii- 

exclusive aerial-combat game from the Ace Combat team. a h , t * X h, 
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Good News Comes in Fours 


Shape Shifter 

Fitness titles are all the 
rage these days, but 
Ubisoft's Your Shape 
stands out from the 
fat-burning crowd 
thanks to the inclusion 
of a camera. The device, 
which connects to one 
of the Wii console’s 
USB ports, allows the 
game to scan your body. 
and project the image 
onto the TV. A virtual 
coach will then provide 
feedback on ail of your 
movements. (No more 
cheating on those 
lunges!) The game will 
also recommend a 
personalized workout _ 
program based on your' 
specific body shape 
analysis, fitness level, 


are free to incorporate 
any equipment (such as 
free weights) that you 
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from the writer of Final Fantasy IV. 


The Art of 
the Game 


Art books featuring Mega Man, Phoenix 
Wright, and more are headed to a book¬ 
store near you. 
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Start now for only $8.95 


PlayStationc? 
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www.ESRB.org 
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Get a Competitive Edge 

Arm yourself with the latest tips, 
tools and strategies from around the web 

More Knowledge, More Power 

One-stop access to up-to-date information 
from expert sites, large and small 

5hare, Debate, Discuss 

Expand your skills in a community 
of serious MMO fanatics like you 


Ma5siveBlips.c0m 

Community-driven MMO news and information. 
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CRYSTAL-CLEAR 

DI//ERENCE 

Think you know Final Fantasy and Crystal Chronicles? 
Think Again. Final Fantasy Crystal Chronicles: The 
. Crystal Bearers for Wii is the franchise’s most innovative 
and captivating installment in years. 

Mir 








T he development cycle for Final Fantasy Crystal Chronicles: The Crystal Bear¬ 
ers has been an unusual one. When Square Enix unveiled the game more than 
three years ago at E3 2006, it looked impressive, sure, with all indications 
pointing to a typical multiplayer Final Fantasy Crystal Chronicles game, albeit 
now on the Wii system. But little information about the game followed; other 
Crystal Chronicles titles came and went, but news about The Crystal Bear¬ 
ers was nil. At one point the game was rumored to be canceled. But earlier 
this year the developers proved that that was not the case. The Crystal Bearers re-emerged, 
and it was unlike any Final Fantasy we’d 
seen before. The game sported a new look, 
a new single-player focus, a new hero, a new 
emphasis on stylish motion-controlled action, 
even a dynamic new logo. Nintendo Power 
recently had a chance to delve even deeper 
into the world of The Crystal Bearers, and 
after spending a few hours there, we have no 
qualms declaring that this is one of the most 
exciting Final Fantasy games in ages. 





























CHRONICLING the CHRONICLES 

Square Enix made waves during the GameCube era when it announced that the Final Fantasy series was returning to Nintendo 
systems after a lengthy absence. But it wasn’t the same old Final Fantasy-it was Final Fantasy Crystal Chronicles, which offered 
a completely different take on the world of Final Fantasy. Though The Crystal Bearers may be the best Crystal Chronicles entry 
yet, the other games in the series are no slouches either. 



FINAL FANTASY 
CRYSTAL 
CHRONICLES 
(GAMECUBE, 2004) 
With a focus on coopera- 

original Final Fantasy 
Crystal Chronicles broke 
new ground for the Final 
Fantasy franchise. It was 
also the first big game 
in Nintendo's push for 
GameCube-to-Game Boy 


FINAL FANTASY 
CRYSTAL 

CHRONICLES: RING 
OF FATES 
(OS, 2008) 

Ring of Fates brought the 
Crystal Chronicles formula 
to DS. The game had distinct 
modes for single-player and 

stronger emphasis on story. 
The game takes place thou¬ 
sands of years before the 
original Crystal Chronicles. 


FINAL FANTASY 
CRYSTAL 
CHRONICLES: MY 
LIFE AS A KING 
(WiiWARE, 2008) 

One of the wiiware launch 
titles, My Life as a King was 
unlike the previous games 
in the series. The game was 
more ofacreative simula¬ 
tion, and instead of going 
out to fight monsters, it was 
your job as king to order 
heroes to do it for you. 


FINAL FANTASY 
CRYSTAL 

CHRONICLES: ECHOES 
OF TIME 
(Wii/DS, 2009) 

The big innovation in Echoes 
of Time was the ability to 

The Wii and DS versions 
were compatible so friends 
could play co-op even if they 
had the game on different 


FINAL FANTASY 
CRYSTAL 
CHRONICLES: MY 
LIFEASADARKLORD 

(WiiWARE, 2009) 

My Life as a Darklord is a 
strategy game that lets you 
see things from the bad guys’ 
perspective. You’ll use traps 
and monsters to stop the 
heroes from invading your 
abode. The North American 
version will arrive this year. 
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there will be a lot more freedom 
in choice of areas to explore, as 


stone formations, and cacti-filled 
wildlands-punctuated with funky 
music that fuses uniquely country- 


repeatedly talks about using 
crystal energy to complete “the 

a villain, or is it simply trying to 
revive its lost brethren? 

You’ll get the answer to that 

the game arrives this coming 
winter, but at least one thing is 
already certain: Final Fantasy 
Crystal Chronicles: The Crystal 
Bearers will be unlike anything 
you’ve experienced from the Final 
Fantasy series. 


is the essential element to 
enjoying Final Fantasy Crystal 

The experience is very linear in 
the beginning, but that is merely 


industrial village of Bridgetown 
was especially eye-catching; you 

iron under your feet (the game’s 
texture work is stunning) and taste 
the dust blowing past as gears 


coastal lands to chilly snowfields 
to scorching deserts, complete 
with Final Fantasy’s trademark 

chocobo. And although the game 
is quite straightforward early on, 

of possibilities. 
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FANTASY FORGER 

Toshiyuki Itahana has been involved with the Final Fantasy Crystal chronicles 
series since the beginning. As character designer, itahana was key in setting the 
tone of the original game and creating the distinct look of the different tribes, 
and he continued to design characters and supervise the art team for subsequent 
entries in the series. Itahana remains the character designer for The Crystal 
Bearers, and has also branched out to become its director. We recently had the 
chance to interview Itahana to learn more about this impressive game. 
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ME 

LOUIE GAME 
BOV 


We celebrate two decades of 
TV independence with a look 
back at the pea-green glory 
days of portable gaming. 


twenty years ago, Nintendo intro¬ 
duced a handheld video game system 
with green-tinted LCD graphics, 8-bit 
processing power, a whimsical name, 
and a dream that the company could 
replicate its successful NES console in 
portable form. Today the Game Boy 
family is recognized as one of the most 
successful brands ever launched, hav¬ 
ing enjoyed unprecedented domina¬ 
tion of its category in spite of a parade 
of technically advanced competitors. 
The Game Boy’s devotees ranged from 
preschoolers to seasoned gamers to 
senior citizens. Evidence of the little 


handheld’s impact on the video game 
world can be found everywhere-the 
Game Boy pioneered concepts such 
as connectivity, backward compatibil¬ 
ity, nontraditional interfaces, and the 
importance of accessibility to both 
developers and gamers. The system 
wasn’t about groundbreaking technology; it was about smart, effi¬ 
cient design. But it isn’t the technology or the design that we recall 
with fondness; it’s the experiences. The power of the Game Boy was 
that it was both personal and public; it was with you at home and 
on the road. You were quite visibly a gamer wherever you were, and 
that gave you a connection to anyone else who had a Game Boy. 
From the original Game Boy to the Game Boy Advance SP, the Game 
Boy family was Nintendo’s ambassador to the world. 






























The Ultimate Portable Game 

If any single game can be credited with driving the Game Boy’s early success, 
it is Tetris, which, incidentally, is celebrating its 25th anniversary this year. 
The incredibly addictive puzzle game created by Russian mathematician and 
programmer Alexey Pajitnov (see Power Profiles in Vol. 239) was the perfect 
match for Nintendo's handheld. It was graphically simple, so the Game Boy’s 
monochromatic display was no detriment to the experience, and a puzzle 
game was the perfect short-burst diversion while people were out and 
about. The story behind Nintendo’s acquisition of Tetris is one of the most 
fascinatingin the gaming industry; in David Sheff's Game Oven How Nintendo 
Conquered the World (Vintage, 1994) it reads like something out of a spy 
novel. The inclusion of Tetris with the original Game Boy made the system a 
must-have for millions. Tetris made the handheld relevant to everybody, not 
just hardcore Nintendo fans, and that set up Game Boy’s incredible success. 
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A Pillar Of Strength 


it long ago that short-sighted pundits in the gaming industry had all but written 
off Nintendo as a maker of video game consoles. Today Nintendo systems dominate both 
the handheld and home-console markets. Many experts might not have considered the 
vital role the Game Boy played for Nintendo. While the GameCube struggled in the home-console wars, the Game Boy and Game Boy , 
Advance owned the handheld market. The continuing success of the Game Boy line provided the resources and even some of the 
creative spark for Nintendo to push into the new frontier of gaming with innovative interfaces. Both Nintendo DS and Wii owe much to 
Game Boy’s long reign-it was a smart little system that ruled the world. 
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GET ON THE INSIDE 


Immerse yourself in the personalities and 
back-stories behind your favorite characters. 


DEEPER COMICS COVERAGE 

Get one-stop access to the hottest stories 
from all the best comics sites, large & small. 

SHARE, CONNECT, DISCUSS 

Expand your knowledge and make friends 
in a community of comics fanatics like you. 


C0hflCSBLIPf.COM 

COMMUNITY-DRIVEN INSIGHT*, NEWS AND RUMORS. 



THINK OUTSIDE the BOX 

Don your thinking cap-or perhaps your top hat-and set out on another puzzle-filled DS adventure. 
Prepare yourself for what lies within Professor Layton and the Diabolical Box. 
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true gentleman is never one to rest on his laurels. That’s why Professor 
Hershel Layton and his young assistant Luke, after having overcome 
the hazards and secrets of the town of St. Mystere in last year’s 
Professor Layton and the Curious Village, are embarking on another 
mysterious quest this August in Professor Layton and the Diabolical 
Box. Published by Nintendo and developed by Level-5, it retains the 
same structure -and puzzle-packed gameplay as its award-winning 
predecessor (the original was Nintendo Power’s Puzzle Game of the 
Year for 2008), but the riddles run deeper, the challenges are fresher, 
and the stakes may be no less than life and death themselves. 


e doctor's apartment. 


self-styled de 


inspector Chelmey’s the 
name. This thick-headed 
policeman is quick to 
jump to conclusions. 


The name is Hershel Layton. I’m a 
professor of archeology by trade 
but a train enthusiast on the side. ^ 
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Sega’s lovable 
primates go 
bananas tor 
the Mi Balance 
Board in Super 
Monkey Balt 
Step & Roll. 


SB* 
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.all .. 
together 


we go backstage with 
harmonix to show you why 
the beatles: rock band is 
going to be the ultimate 
party game-and redefine 
the genre in the process 

















getting 

better 


come together 
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INSTRUMENTS of 
DESTRUCTION 

Many of the weapons from the original Dead Space carry 
over to Dead Space Extraction, hut some have under¬ 
gone significant changes and some have been created 
specifically for this game. Senior designer John Calhoun 
gives us a rundown of some of the more notable ones. 

the first Dead Space, but definitely the most popular in Extraction 
because of the way it controls." 

RIVET GUN (2) “[It] was designed to be that backup tool. In fact, 
it’s not even a weapon at all; it's literally a rivet gun.Jfs something 
that miners use.... It fires off these laser-sliced pieces of metal, so 

Chronicles, the controls are easy The Control Stick also plays a key 

to grasp. You aim by pointing at role in the combat-you can select 

the screen with the Wii Remote up to four weapons at a time, with 

controller, and you shoot by each weapon assigned to a differ- 

pressing B. You reload by tapping ent direction (up, down, left, right) 

Z, and if you tap Z again when the on the Control Stick. Calhoun says 

meter moves into the sweet spot that this ability to change weapons 

reload more quickly than if you strategic because the weapons 

wait for the meter to fill on its own. are designed to work in pairs. 

the norm: you can temporarily will take advantage of the factthat 

power called Stasis by pressing C. group-like the Arc Welder-and you 

environment with your telekinesis Strategy plays a larger role than 

. by tapping A. At certain points it does in many light-gun-style 

largely on-rails game relinquishes an enemy; dispatching the 
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so you can look around for hidden dismember them. One of the 

you're striking with your melee bladelike projectile, which is very 

f ■ i 

ler) and when you’re grabbed by sometimes you want to slice verti- 

an enemy (shake the remote then cally. Fortunately, you can do just 


















Dave Grossman 


Power 

Profiles 


San Francisco, CA 


Being one of the major 
creative forces behind 
the Monkey Island and 
Strong Bad games, 
knowing the secret of 
The Secret of Monkey 







W hen you think of legendary adventure 
games, you have to think of the great 
PC titles produced by LucasArts in 
the early 1990s, such as The Secret of 
Monkey island and Maniac Mansion: 
Day of the Tentacle, One of the people 
instrumental to the success of those 
titles was Dave Grossman. A master at 
testing gamers’ wits and tickling their 
funny bones, Grossman is now the 
director of design at Telltale Games, 
where he continues to refine and 
redefine the point-and-dick adventure genre with titles such as Strong 
Bad’s Cool Game for Attractive People on WiiWare. Having recently 
returned to the series he helped make famous, Grossman is currently 
working on the episodic swashbuckling quest Tales of Monkey Island 
(among other things), proving that monkey business is good business. 




kids, but we've got this 
a weird sensibility that I 


think you’d be good for. 



a period of five months or 



Grossman made the biggest impact on gaming with the PC titles he worked on at LucasArts and his recent endeavors at Telltale, 
but in between he worked on a number of kid-friendly games with an educational slant. 
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GET THE BEST AND 
MOST NINTENDO 
COVERAGE 
DELIVERED TO 
YOUR DOOR! 
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Warp Pipe Cleaners 

One reader proves that video games and arts and crafts 
are a great combo. 
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Next issue we 
take a deeper 
look at big 
upcoming 
games such as 
No More Heroes 
2: Desperate 
Struggle. Plus, 
expect big 
reviews for 
MuramasiThe 
Demon Blade, 
Professor 
Layton and 
the Diabolical 
Box, Spyborgs, 
and more! 


NEXT MONTH 
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monsters 
to train and race. Up to - 
friends can race togethei 
But remember, you gotta 
be fast because victory is 
away! 


„ . 


The Race Begins August 2009! 


Koei 
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ss anyone selling releases from 
of support them and do let us know. 

Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the publishers themselves. 



